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i. ’ have always looked up and wondered what it would feel like to soar across the sky, to be free of the 


everyday boundaries that keep us all constrained. | grew up with the exploits of heroes fueling my 
imagination: Pulp adventure novels, comic books, science fiction and fantasy movies all contributed 
to that sense of wonder. For me, Anthem is a direct result of those daydreams and imaginings. 


~ You hold in your hands a map of Anthem's course from a rough collection of ideas to a vibrant world 
left unfinished by its gods. Wander along with us in the wilds of the world and see the evolution of 


our heroes, gods, and monsters. 
* 


This has been a labor of love for me. I'm lucky to have been a part of the incredibly talented team 
that brought this world to life, and I'm thrilled to bring you along on the visual journey of the creation 
of Anthem. | hope you enjoy your time with us and with the marvel and wonder that is Anthem. You 
are now part of that intrepid band of heroes, the Freelancers, imbued with the power of the javelins, 
free to roam the skies and go beyond the boundaries that hold others in check. 


Strong Alone, Stronger Together. 

— Jonathan Warner, Game Director 
Time . . . where did it go? 
| can't remember how often I've said that to myself over the years. 


Anthem began after we completed the Mass Effect trilogy. We had the opportunity to create a new 
intellectual property—something fresh and exciting, as usual, but also a chance to develop a game 
much different than anything we had previously done at BioWare. 


| approached “Dylan” (the code name we gave the project) the same way | approached Mass Effect. 
We needed to create a visual style that was strong enough to be recognizable in a crowded market, 
but also relatable enough that the team could spend half a decade creating it. | like to think of the 
visual style far beyond the game. Does it have the vision to adapt to movies, TV series, and even 
print? Can the game be stylized and easily broken down to its simplest elements? Could we create 
a whole world that feels original and believable? 


l included a section in the book called “Origins.” This was an early version of what we thought 
Anthem would look like. It was a unique vision that the art team was very passionate about. But in 
the end, we needed to adjust it to give the IP more depth and flexibility. You can see early versions 
of Haluk if you look closely. It was hard to let go, but in the end, we developed a much stronger IP. 


What is Anthem? It's analog technology with handcrafted machines, a dash of Middle Eastern 
influence, and the triangle as its primary shape. 


Enjoy the work of the artists that spent years creating this amazing world. We pushed the envelope 
with 3D concepts and truly created something remarkable. I'm incredibly proud of everyone who 
worked on this project. 


Time... where did it go? It went into one of the most fulfilling experiences of my career. 
— Derek Watts, Art Director 
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Derek Watts: In the beginning, this new game had a different concept. In the future, you were from Earth and were on a ship 
that crashed in what we thought of as a Bermuda Triangle in space. Ships would crash, then survivors would have to settle, 
survive, and somehow thrive on a harsh and dangerous world. These ships were only in that first iteration. We took this quite 
far along before we switched to what Anthem would eventually become. 


010 // ORIGINS 


Derek Watts: 0 a d images fre W t atmosphere. The 
bottom piece 
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ENVIRONMENTS 


Derek Watts: We wanted to create an alien world, but not so alien that players couldn't understand it. Fields, grass, rocks, 
mountains—these are all recognizable, but can still seem alien. We were looking at the Scottish Highlands for these 
particular images. 


Derek Watts 


human being i 
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ORIGINS . 


erek Watts: We were trying for NASA-inspired looks at this point. We wondered what humans might look like in the near 
future, in fifty years or so. This was before the game was the Anthem we know today. We took this pretty far along before we 
changed the look. 


Fi : 
BIDS 


We always knew 
we wanted the suits to be larger 
than a human, but not much larger. 
Our thought was about seven to 
nine feet tall 
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Inthe crash- 
landing version of the game, 
what could you salvage 
from your ship to build your 
own suits? Here, we were 
exploring how much the pi- 
lot would be exposed. Would 
these suits be like tanks, or 
would you actually see the 
pilot? Early on, we decided 
the arm and legs of the pilot 
would fit into the arms and 
legs of the Javelin. We 
didn't want you to feel like 
you were ina capsule. 


CHARTER 


ORLGINSofcOL5 


We were taking a lot of inspiration 
from NASA, like the Apollo missions, 
with these early suits. We were using 
heavy fabric from astronaut suits. We 


were using roll bars. Here, a pilot would 


enter the suit from the back 
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Derek Watts: The clothing here was all salvaged from the crashed ships these characters arrived on. That's why it's very 
Earth based, with flags and branding. There were some baseball caps. These people would have had mechanic's gear on their 
ships, as well as other uniforms. It wasn't about being stylish, it was about repurposing and using what was left. 
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At the be- 
ginning of the project, 
we drew inspiration from 
modern athletic wear 
and military apparel for 
the pilots. Some of this. 
carried through, though 
much of it changed once 
we eliminated the text, 
logos, and numbers that 
referenced Earth. 
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Derek Watts: Once these ships crashed on these hostile worlds, those who survived would call the remains of these ships home. Eventually, to survive, they built walls 
around the ships. Some smaller crafts became settlements while larger ships became cities. 


020 / ORIGINS 9 CHAPTER 1 


CHARTERL SFvORiGi NS of 024 


Settlements were once composed of whatever could be salvaged from crashed ships. A beat-up container or pod could become someone's house, a ber, or a town. 
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A NEW BREED OF HERO 


Derek Watts: Originally, Freelancers were a mercenary offshoot of the Sentinels, except they weren't nearly as strict. We 
could weave a little more personality into the uniforms. We had the three-triangle theme going with these uniforms. 

Rael Lyra: Because of the Freelancers’ association with the Sentinels, both factions shared some clothing similarities. 
The Freelancer look was supposed to be a mix of military aesthetic and eastern garments. 


These 
were the first ideas for 
the support crew, the pit 
crew, who helped pilots 
with their javelins. 
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On the left is a Freelancer General. On the right, a Freelancer Pilot. 
With the pilot, we were looking at padding and compression suits because these 
pilots might get tossed around in their suits during battles. They could get injured in 
there. We were always talking about fighter pilots. You have to be a certain kind of 
person to function in a fighter jet or a javelin. 
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Originally, there were only female cyphers. So 
much of Owen's look came from Faye, who we'd already designed. 
We went for a plain, simple look. Almost like a monk or a nun to 
differentiate them from other factions. 
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Faye 
Was our first eypher. We 
experimented a lot with 
her headgear when she 
was @ character who 
sat at the back of the 
strider and didn't say 
much. As she became 
more involved and in 
tegral to thi 
removed some head- 


game, we 


gear to reveal her face. 
We pictured cyphers all 
dros 


ing the same, 
almost like they were 
their own religion. 
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We always 
designed the pilot as fe- 
male, The iconic character 
for Anthem is a female 
pilot. We looked at all the 
details, down to her own 
hairstyle. The ber for Free- 
lancers was set with this 
character. The fabric 
wraps along the faces 
were once an important 
component of how a pilot 
talked to their cypher. 
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We designed 
her as the main pit crew boss 
for a race car. She's got a lot 
of belts, pockets, tools, and a 
headlamp to work. Basically, 
an all-in-one pit crew. 


CHAPTER 2 
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Derek Watts: The Rangers were built with super-heroic movement in a dangerous world as a guiding principle. We didn't 
want these to be indestructible, though. You can still get hurt in one of these javelins. All of the suits had a dog leg with the 


extra joint for a more unique silhouette that also facilitated faster movement. As well, all the suits had to be handcrafted. 
These are very complicated suits built one at a time without any mass production. All the pilots had to enter from the back, 
and all the faceplates had to swing open 


These Ranger variations were completed early in development as we explored potential looks and customization options for the player. We wanted @ 
high-tech militaristic feel, without being too drab. There are areas of vibrant color that helped the suits pop out from the green jungle environment. 
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This image was used to help the design 
at teams when developing the suits. in this 
wanted to show how players could use 

javigate the environment, jumping 
stealthily through the trees. 


Alex Figini: These are 
some of the variants devel- 
oped when exploring differ: 
ent gear and customization 
options. We retained the 
base mesh, but changed it 
up with small mesh changes 
and texture swaps. 
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We were more interested in climbing 
than flying during these designs. You were more of 
& mechanized war machine than a superhero. 


We wanted to create images that 
encapsulated e type of gameplay archetypal to the 
suit depicted. In this image, we wanted to show what 
it would be like for players to scale cliff faces. 


Natts ur attempt with more of a gunslinger 
Scr Son oil neat rong acta es 8 a duster. You can see 
the Beate ee a pilot get through this world and 
its terrain. This was one of our more self-sufficient suits, with 
lots of storage space for Scie ind repair parts. 
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4 Alex Figini: Early on, we 
wanted the visual hook 
of @ person entering the 
suit from the back to 
make our javelins unique. 
Displaying the function- 
ality of the suits helped 
sell the believability and 
immerse the player 


Derek Watts: You can see that at one point we were experimenting with how 4 Alex Figini: In the image on the left, we wanted to show a tech-heavy 
drones might look round a suit, but those were cut from the game. Freelancer who also used magic powers. 
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NEW BREED OF HERO 


CHAPTER 2 


With the helmets, we were playing with the idea of multiple eyes 
and how you would protect the working parts of the suit with fabrics. 


These designs were created a little later in development when the 
Freelancers had a more established look. These were customization variants 
built on the base Freelancer, but used to depict unique non-player characters. 
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layed with the idea 
of having a wingsuit at one point 
ascan 


en in the images at 
the bottom of this page 
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‘Derek Watts: We were experimenting with decals and coloring in these images. Alex Figini: These are variants we created for the Ranger. We used triangles 
You can also see that we incorporated hooks onto our suits. Our thinking there was throughout the design process of the javelins and implemented a lot of diagonal 
these suits could be lifted out of a bog or a crevice if they became wedged or stuck. lines to give e more dynamic end aggressive feel. 
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Early on, we de- 
cided to have hands that were 
as expressive as human 
hands. Nothing too stiff and 
robotic. The suits are meant 
to be extensions of the pilot, 
so the movement needs to 
reflect this dexterity. 
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Derek Watts: We really emphasized the concept that this javelin was supposed to be like a knife. As we developed the 
Interceptor, we moved to more of a race car suit in terms of the lines and colors 


The Interceptor was always supposed to be a very sleek suit. It was about speed. We looked at aerodynamic lines, like @ downhill skier or 
a speedskater. Then we asked ourselves, was it more like a ninje suit, with swords and stealthy movement? 
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4 Derek Watts: Here we have male and female 
versions of the Interceptor. On the facing page are 
fabric customization options on the Interceptor. 
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We looked at actual wings for the Interceptor and played with the idea of drones surrounding the suit. 
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-<Dovok Watts: These were female 
versions of the Interceptor suit. 
You can see the distinct V-shape 
through the helmet's face, then 
how it was drawn out at the back. 
This was to represent a knife's 
blade cutting through the air. 


Derek Watts: The Interceptor sui 
blade, but it's also a race car. How do we 
get the form and color of a professional 


race car? This is what we were trying for. 
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Derek Watts: This was our magic suit. We knew that from the start. We tinkered a lot with how the seals worked, and 
how the energy would appear as it flowed across them. Later, we had to try and blend that with our ideas about how 
the Dominion would look. 


This 
was our magic suit 
with lighter ar 


Very early on, we were 
already playing with 


of a cape. 


magic class. 


Ose / NEW BREED OF HERO VY CHAPTER 2 


We played 
with the idea of having the 
magic effects confined to 
one arm. The suit had to 
show it has unique pow- 
ers, which helps give it a 
mad-scientist feel 
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4 Derek Watts: These helmets were based off the look of a praying mantis. 
In the end, we thought these were simply too different looking. 
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4 Derek Watts: Here we were 
working with melding the Storm 
class with the Dominion who 
made it. The Dominion are more 
advanced than the Freelancers, 
but still have to work within the 
confines of this world. 
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4 Derek Watts: Artists 
designed wiring 
along the ms, 


a feature unique to a 


javelin with seals. 


als might lo 
In. Would it 

of an elemental look, or 

could we 
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Derek Watts: At this stage, we considered having the Storm's powers coming from charged capsules that had to be connected to the hoses you see here. 
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We started to focus on the Storm suits seen above 
s our goal because they looked the most like the Dominion. 


h 
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more 
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4 Derek Watts: These 
concepts show when 
we were working with 
helmet attachments, 
but also with the clean 
white fabrics and the 
gold touches. This was 
supposed to imply a 
higher class, and a 
wealth that wasn't part 
of the other suits 
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“Alex Figini: This image was created to show a 
‘group of javelins exploring swamps with the striders 
looming in the background. You can see a range 
of javelin designs. The focus is on an older version 
of the Ranger, with a railgun-type weapon directly 
connected to the suit. 


Derek Watts: This javelin was always a tank. At one point, though, it was more of a utilitarian javelin. Originally, it was designed 
to be used in mining and other heavy industry. Only later did we repurpose it for battle scenarios 


early exploration for the Colossus, These 
ite sketches were focused on a suit that was 
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Alex Figini: A concept image to sell the gameplay 
of the Colossus, This is a walking tank capable of 
handling high-powered weaponry than the smaller 
javelins, and thus deal more damage. 


Derek Watts: Some of the weapons for the Colossus were 
just massive. We made weapons that were far too heavy for 
the other javelins to lift. They simply didn't have the strength. 
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4 Derek Watts: Tt 
much 


T 
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s were m 
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4 Alex Figini: This concept shows a rescue suit during 
cave exploration. This large suit was meant to be a 
support class, so it was equipped with a winch and air 
tank reserves. The purpose was to be useful while 
encountering environmental puzzles end hazards. 
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help of a pit crew very often. 
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Early con- 
cept sketches of heavy 
suits. The one on the 
heavy support 
unit used to lay down 
suppressing fire. The 


righ 


other is @ larger, agile 
unit thet rushed oppo: 
nents and fought them 
in close quarters 


This particular armor had Siege Mode, as we called it. When needed, those armor pieces would clamp down to cover the pilot's entire head. 
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We produced a 
number of concept sculpts for 
‘an enginaering suit. This is an 
unused version with a glass 
faceplate to see the pilot. 
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CHAPTER 2 9 


ok Watts: A weathered 
orange Colossus concept 
meant to resemble con- 
struction equipment. This 
became the final concept for 
the Colossus, a team favorite 
at the time, 
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Derek Watts: The style of the guns was important to us. For example, some of the designs incorporate cloth elements, or hooks 
to winch them into place because of the their sheer size and weight. There wes a lot of detail. At the same time, we wanted these 
weapons to be relatable. A pistol still has to be recognizable as a pistol. An assault rifle has to look like an assault rifle. 


Some exploration into pistol design 

These are just a handful of designs exploring 

different shapes and aesthetics. Notice the 
entation of the triangle in all variants. 
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4 Alex Negrea: We wanted these to look like they belonged in 
a harsh world, | imagined a layered shell of metal plates 
protecting the crucial pieces of the rifle, Be of that, they 


feel clunky, sturdy, and ready for the toughest fights. 


4 Derek Watts: Our larger weapons had more hooks, so they 
could be lifted or winched onto the suit. We added cloth to 
keep the mud out. We put on roll bars because we thought the 
guns would bash against the outside of the suit. That way, 
there's less chance they'd accidently fire. 
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4 Alex Figini: A concept 
sculpt of the Dominion 
beam burst gun. Here you 
can see some of the de- 
sign elements shared with 
the Dominion javelins— 
the piping, fabric-covered 
panels, embedded seals, 
sleek design, and limited 
palette that symbolizes 
the faction. 


igini: The Freelancer shotgun was meant to feel rough and 
rugged. The roll bars, padded fabric dust covers, and colorful paint 


job were all part of the Freelancer aesthetic. 


For the Engineer faction, we wanted to portray a thick, clunky feel 
that wes utilitarian. The weapon needed to look like a tool used in harsh conditions— 
sometimes for shooting, and perhaps other times for crushing rocks or digging 
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The Dominion kinesis weapon. 
To fit the venomous, snake-like vibe of the 
Dominion, its silhouette resembles the open 
mouth of a snake. 


The Scar mine launcher was meant to 
have a piecemeal, chunky feel. Low tech, rusty, and 
rugged, it's meant to look like it was scavenged from 
battlefield wrecks, with various components bolted 
together and held in place with tape. 
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The ultimate weapon for the Colo: 
was a big challenge to design because we wanted it 
to fold into a portable version that hooked onto the 


suit. We needed to do that without losing the feel of 


‘a massive gun. 
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Most of the weapons we 
designed were created with specific 
javelins in mind. That allowed us to 
integrate them better with the suits 
and the world of Anthem itself, 
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These are 
concepts for a variety of gear 


pieces and weapons that 
could be attached to javelins. 


Alex Figini: Early concept work for the Freelancer 

arc sword. This lightweight sword was designed to ry 5 By ? 

be compact and easily stored on the suit. When %, , 
deployed in combat, its blade would quickly unfold Ke 

into a deadly weapon ' ’ 


Derek Watts: Melee weapon 
concepts for the Interceptor, 


including swords and knives. 


4 Alex Figini: Concept sculpt for the club. This is a primitive 
looking weapon with a high-tech twist. With the seals, it gives é 


off a huge electrical surge upon impact. 


CHAPTER 2 J NEWSREEDOFHEROof-099 


of culture and history that ¢ 


present day, we approached the problem di 
more modern and the patterns on them were more aggressive 
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BEYOND THE WABLS environments 


Derek Watts: We were trying to imagine every different environment we could. There were swamps, waterfalls, lava fields, 
underground areas. There wasn't anything we weren't considering for a world like Anthem's. 


BEYOND THE WALLS 


Derek Watts: We based a lot of Anthem’s world on the islands of Hawaii. Maui was a big influence because it has so many different regions and environments in a 
small area. Our first environment designs were made for the player to be running and climbing. That was our first focus. 
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Derek Watts: When javelins started flying, our 
entire world needed to become a lot more vertical, 
We also wanted a more epic feel. The inclusion of these 
large Shaper ruins made that possible. 


ere concepts of how humans on Anthem's world would take tage of Shaper infrastructure for agricultural purpo: 
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BEYOND THE WALLS ofcl0a 


Derek Watts: Concepts for an alien forest in Anthem. We war 2 9 players to fly an while they explore. We 
xd at rock formations in China and came up with th 
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Derek Watts: Lav 
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Derek Watts: The 


We punched holes in the cel 
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formed by ancient 


CHAPTER 3 0 (BEYOND THE WALLS of 


Derek Watts: The under 
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There are 
terfalls in 

world. They 

added more movement 


ated great atmosphere 
to show depth and plane 


separation in 
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Steve Klit: Our creatures had to look alien. We drew inspiration from insects and deep-sea creatures, then combined those 
characteristics with well-known wildlife. We were asking ourselves questions like, what would the offspring of a squid, a bee- 
tle, and a deer look like? These creatures were meant to look and feel tough because thriving on this world could be as difficult 
for them as it is for humans. Using carapaces and exoskeletons helped us with that. We used split tails, multiple eyes, spiny 
quills, and insect patterning in a lot of our creature work 


Anthem 
was always a place 
where wildlife wanted 
to eat you as soon as 
possible, We tried a lot 
of weird combinations. 


Taking an armadillo, 
then adding beetle hide, 
multiple eyes, and an 
antenna, for example, 
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This was a blend of a toad, a crab, 
and a beetle. It was dark because it lived in a deep 


ed with its tongue. 
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4 Derek Watts: We had to create creatures no one had ever seen before, that no one had imagined. We tried a lot of combinations, a lot of different textures and 
shapes. We'd take the image of an insect and smash it together with a mammal. We put moth ears on a rabbit. All sorts of fun stuff. Above is concept art of deer with 
insect wings, as well as concept art of a salamander blended with a snapping turtle below. 
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The ursix was one 
of the first creatures we designed. 
What does @ gorilla look like with 
insect parts attached? It looks 
like this ursix. 


122 | BEYOND THE WALLS J CHAPTER 3 


CHAPTER 3 VU (BEYOND THE WALLS ofc123 


This was a 
panther we mixed with 
insect elements. We added 
the long hairs at the top so 
players could see it coming 
through the high grass. 


This creature was nicknamed the Dark Jaguar throughout development. We wanted an apex predator that would actively hunt the player and stalk 
them in the long grass and foliage. 
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4 Derek Watts: We 
originally designed 
the grabbit as a cud 
dly creature, but it 
didn’t turn out that 
way. It ended up 
more like a rabbit 
crossed with a moth, 


This is concept art of 
Anthem's wolven. 
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This is concept art of Anthem’s skorpions. 


Hernan Melzi: | played with some aggressive shapes thet involved a mix of gorilla and bear heeds. The final concept ended up more ghoulish with large insect eyes, 
a shell-like exterior at the back of the head, and long needles which helped givs striking look. 
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This is concept art of Anthem's 


Swarm Tyrant. 
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4 Derek Watts: This was originally an 
alien toad who lived on a strider as 
someone's pet. 
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4 Derek Watts: The leviathan. 
This was in early development 
and it was essentially Anthem's 
version of a dragon. Instead of 
flying, it had these large wing: 

that kind of floated, like an 
underwe 


“Steve Klit: The leviathan was supposed to be a massive flying creature that would show up occasionally in the game, like a mysterious god-like presence. We looked 
at the angelic movement of manta rays for these designs. 


130 / BEYOND THE WALLS Y CHAPTER 3 


4 Derek Watts: We needed a 
ature that could provide 


ious challenge in combat 


ginally, they were these 


cient, resting creatures who 
blended into the world. You 
‘ould awaken them, but then 


they'd attack you 


Hernan Melzi: This creature's look was influenced by image ic growth, to sell the idea that this is an 


ancient, slumbering giant. 
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ALLIES AND ENEMIES cort Tarsis 


Derek Watts: Though Fort Tarsis may be a physically small part of the game, it's critical to Anthem's world. Our idea was to 
choose one old architectural style, then one new architectural style, then blend them into something that was unique to 
Anthem. Fort Tarsis was always dense and crowded inside. Very well-used and cluttered. The fort needed a timeless feel 
because it has stood for such a long time. No street signs were needed because the market has been in the same place for 
hundreds of years of history, like old cities in Europe. 


(, 
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4Derek Watts: T! 
our faun 
ic view just 


heroic flight b 
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looking for a Moroccan feel 


tiling. 

fanding 

in Anthem because 
technology doesn't tak 

lot of great leaps forward. 

We wanted to reflect a 
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Ken Fairclough: 
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Ken Fairclough: The F n ught of it 
t the te t u i a a ined th 
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The Hall 
of Heroes was where we 
planned to show in-game 
representations of player 

| javelins with leaderboards. 

It was meant to imply that 

these were real Freelancers 

with shrines erected to 
honor them. 


The Hall of Heroes was almost like a museum, where citizens would make shrines before each heroic lancer’s javelin, placing flowers and cards 
around them. It was a place of celebration for people who live in a dangerous world 
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Ken Fairclough: The interior 
of Fort Tarsis emphi thi 
is not a technology-driven 
world, Javelins were necessary 
for survival, but the architec~ 
ture is still rooted in an older 
culture, The fort is still built with 
natural materials like stone, 

od, and plaster. The accents 
are metal and cloth. 
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THE SENTINELS 


Derek Watts: The Sentinels faction is the main military force that ran Fort Tarsis. They're very organized. They respect the 
chain of command. Originally, the Freelancers broke off from the group during their formation. We imagined modified lancer 
suits for the Sentinels, with padding and decoration the Freelancers probably stripped off their own suits. We wanted a 
baggier, less form-fitting look for them. 


4Derek Watts: With the Sentin s first incorporated 
s that opened up for face- 
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Sentinels are a 
proud faction with a strong 
sense of honor. The chal- 
lenge here was to develop 
a vision of authority and 
tradition without falling on 


the clichés surrounding the 
soldier archetype. 


Z 


f 
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For the design of the Sentinel Empress and Emperor, we wanted This concept sculpt is one of the helmet designs from the Sentinel 
a silver and white look to make them appear special as soon as the player saw factions. To retain that human feel, we wanted players to be able to open their 
them. We wanted to set them apart from a military suit. visor and engage in face-to-face conversation. 
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This is concept art of 
the Outlaw faction. 


The visual themes we chose with Fort Tarsis cerried on throughout other settlements in the world. We were always trying for a balance of old and new 
architectural styles. Settlements would have a variety of defenses from this dengerous world. In this cese, we created a perimeter of posts that gave off 2 
high-frequency pulse that kept menacing creatures away. 
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ALLIES AND ENEMIES THE arcanists 


Derek Watts: The original idea for the Arcanists was that they were explorers and archaeologists. They would be more in 
touch with the planet than other groups. For their studies, we imagined Arcanist cities would be built near Shaper ruins, 
perhaps even encircled by them. 


ALLIES AND ENEMIES 


Derek Watts: These concepts saw the Arcanists build a city on rock formations for natural fortifications. In these images, you can see the Arcanist launchpad for 
their javelins and the observatory dome we added. 
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The goal with the Arcanist look was to establish 
a balance of scientific exploration and deep tradition. There 
is a tendency in character design to become overcluttered 
for no particular reason. My role throughout Anthem was 
trying to keep functionality over fanciness. 
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CORVUS 


Derek Watts: The personal style of Corvus was complicated and layered. There's jewelry and color that represents wealth 
none of the other factions had. 


Rael Lyra: The Corvus cit 
of had citi 
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Alex Figini: This beautiful cove was a pitch for one of the cities in the game. Embedded in the cliffs, you can see the mix of contemporary and classical architecture. 
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Derek Watts: We gave the Engineers a place that reflected an alternate version of Detroit and that city's car manufacturing. 
Like a '50s-style factory that bashes out manufacturing every day. We imagined the Engineers launching one finished 
strider at a time with a huge celebration. 


This woman was intended to 
be a rookie. The brighter look serves as @ 
sign she is still under training, 


For Anthem, we needed a faction that were builders. These Engineers had a system of guilds. 
people build everything. They build javelins, and they build striders. They Our work with this faction was to showcase their 
needed to look the part, with heavy boots, kneepads, and tool belts hierarchy end different roles. 
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THE REGULATORS 


Rael Lyra: Regulators were an interesting faction to design. We tried to have a strong color for each faction. Green was 
the chosen color for the Regulators. Since they are all criminals, | pictured some of them with tattoos related to their 
past and used in their present as a sign of association and collectivism. Small things like this are a great opportunity to 
expand the narrative. 


HtAAR 


Derek Watts: Regulators. The bandits of Anthem. They're not very flashy. Their hoods 
od to disguise their identitic them to blend into the world. 


This is concept art of Princess Zhim's Regulator camp. 
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‘Some of our ideas included having settlements that were either 
protected by striders or even physically supported by them. 


In this image, we thought the Regulators could've taken over a Sentinel fortress, then parked striders eround it and used pulleys and cords to 
keep the whole place from sinking into the swamp. 
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ALLIES AND ENEMIES THE Dominion 


Derek Watts: The Dominion were the main villains of Anthem, and their style reflects that. Everything was black, white, and 
gold. There were less patterns in their clothing, but more angular lines: 


strict and authoritative. To maintain the eastern culture ref 
throughout Anthem, | tried to find a balance between traditional Japanese 
clothing end nineteenth century European fashion. 
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4 Alex Figini: These are designs we explored while developing the 
Dominion aesthetic. You can see some of the architectural exploration 
for both interiors and exteriors. These interiors were early exploration 
of Dominion architecture. We referenced brutalist architecture to 
obtain a powerful and oppressive feel for the Dominion, You can see 
the use of triangles, a symbol of power, in the Dominion corridor. 


4 Derek Watts: The Dominion city that became Stralheim was in the 
fer north, in a winter climate very different from the rest of Anthem. 
We looked at contemporary architecture for inspiration. It looks like 2 
city in an advanced society, butis still reminiscent of a guarded castle, 
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This concept sculpt was creat- 
ed for the Dominion heavy suit. In contrast 
to the Colossus, this was meant to be 
relatively agile with a sleek appearance 
and stance. To separate this aesthetic from 
the other factions, we included ballistic 
fabric coverings, armor plates, and triangular 
seals running down the arm. 
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4.Derek Watts: In Anthem, the Dominion capture creatures and people, then corrupt them as they 
turn them into awful weapons of war. They embed seals into them. They bolt helmets onto them. In 
the images of the Fury, the one arm is elongated so Dominion scientists can fit more seals onto it. 


Derek Watts: These are early versions of the Fury that turned out rather ghoulish. The idea wes they would blow out clouds of oily smoke to create a smokescreen 
during battle. These were siege creatures whose main purpose was to inspire feer. Entire cities might surrender if they saw Furies headed to the gates. 
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4.Alex Figini: This Monitor version without a 
cloak on shows the underlying triangular 
seals that make the suit so powerful and are 
such a big part of the Dominion look 
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We really 
wanted an iconic look for 
the Monitor, something 
that made him recogniz- 
able above all others. We 
tried a lot of different 
tweaks, Once we hit on the 
idea of a gold faceplate, 
we really liked it, it imme- 
diately gave off a sense of 
importance and power. 
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Derek Watts: Scars are dirty scavengers who ambush caravans and striders, then strip away anything of value and bolt it 
onto themselves. They don't care what they look like. They're completely utilitarian. We had a lot of freedom with Scars and 
they went through a lot of different appearances. We strapped huge engines on them that belched out smoke. We built up 
their shells so they looked more like cockroaches. 


They're the cockroaches of Anthem's world, so we built them 
with shell-like exteriors and antennae to sell that fact. We never wanted to show 
what was under those helmets. 
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Scar weapons are not pretty, but they are effective. Scars 
are the kind of fighters that shoot sawblades at you, or use pipe bombs. 


In these images, we figured Scars might weld a massive 
gun onto 2 scavenged Colossus and actually have enother Scar ride on top 
and fire a hail of bullets. 
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« Dork Watts: This is our Scar * — 
flior. If the majority of Scars are ) ee 
their drag 


This is concept art of Scar snipers. 
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Scars also changed how our environments worked. They turned Shaper sites into shrines. They'd pollute everywhere, they cut down trees, there 
were puddles of oil where they'd been. They'd literally scar the world with their presence. Like the Scars themselves, their settlements were all about scavenging. 
They never built anything to last, just stole from the people unlucky enough to be attacked by them. You could always tell where Scars were because trees were cut 
down, there were oily puddles everywhere, and it was smoky. They're basi 


cally an environmental disaster. 
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ble. Everything is haphazard, rusted, and filthy. They hung 
rt of a Sentinel fortress overrun by Scars. The bottom two images are concept 
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Steve Klit: The Scar sett! 


ith these structur 

aren't the most refined engi- 
their dwellings are 

built fast and sloppy. They 

tal raps found in the 

world and c omething 

different. A form 

by bashing objects togeth 

You can find these bas 

most any 


often in surprising locations. 


Derek Watts: Those metal pods hanging over the settlement were supposed t rs who W rm out and attack people. We wanted them to 
look like wasp nests hanging from ev 
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MYTHS AND LEGENDS 


Derek Watts: Early on, we decided that Anthem wouldn't have 
any vehicles with wheels. If we had fewer travel options, that 
made the javelins more important and special. The striders 
were military and civilian options. They could be used to trans- 
port cargo and passengers, or as war machines. We thought 
if one of these massive vehicles ever crashed, people might 
flock to it and use it as a camp, or at least shelter. 


@ trying to ans 
of basic questions here. 
Were they high? F 
travel in one of the: 
hung the javelins on the exterior so pilc 
could quic ot inside and rappel do 
We thought that a lot of cargo would have 
to be strapped to the outside bec 
the limited space inside. Strider 
ubmarines, Ther 

thing has to be tightly fitted. 


Derek Watts: We thought it would be coo 
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STRIDERS 


Alex Figi 
and a walking base. It's somewhere to restock while out in 
the field, as well as a place for dialogue opportunities between 
you and the crew. The design shows a Freelancer strider with 


i: The strider was developed as a means of travel 


a covered viewing platform on the top deck. 


criminal gang living inside a downed strider. 
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4 Alex Figini: Early visual development of the strider exterior. 


<Derek Watts: These images were created when we were trying to decide how goods would be loaded onto a strider. 
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Alex Figini: The strider interior was concepted in 3D and went through 
used to quickly develop and present the various spaces. 


several iterations during the design process. These line sketches are actually 3D renderings 
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4 Alex Figini: Thi it. Everything in there is analog technology. The s, buttons, and gear shif 
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Derek Watts: We designed the 
amplifier specifically to fit inside 
a strider and we played around 
with how we might do that. We 
created different options, At one 
point, it looked like a ball turret 
from a classic WW2 bomber, 
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Ken Fairclough: Similar to Fort Tarsis, we showed the passage 
of time in the region through various ruins. Human ruins 
throughout the world of Anthem hint at a time where humanity 
was more ambitious in terms of expansion and settlement. 
The Anzu ruins hidden in the depths reveal an even more 
ancient presence of unknown origin. 
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RUINS AND TOMBS 


Derek Watts: With the ruins, we needed to show that civili- 
zations have risen and fallen in this world over the years. 
Ruins were a good way to draw player's eyes and raise some 
questions. Who were the people in these civilizations? Why 
did they succeed or fail in this unique world? 


his jungle. 


but with alien to nonial than functional. 
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MYTHS & LEGENDS THE LEGION OF DAWN 


Steve Klit: The Legion of Dawn was an ancient faction who wore the first versions of the javelins. We designed these statues 
to show that these suits had been around for centuries. The colossal statues carved from cliff faces depicted legendary 
heroes. Like knights, the suits themselves became legends. Some were even kept in tombs 
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Derek Watts: TI 
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We imagined the first javelins were cobbled 
together, which would make them less standardized than 
ones in the present day. We were influenced by medieval 
times, when almost every armor piece had a handmade look. 


tead of statutes to celebrate kings and queens, they worship and commemorate the javelins themselves. These statues aren't 
depicting lancers, but the suits they wore to battle. 
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Our original 
idea was to design light suits 
that were formfitting, then we 
went in the opposite direction. 
We took long looks at medie- 
val armor that we discovered 
could be surprisingly flexible, 
but still strong. 
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the city of Freema 
to Fort 
ne faction, t 


create the 
‘onghold. We 
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Ken Fairclough: Designing the Heart of Rag in : ec 0 in th Y. The final look was intended to fi 
dangerous while the lighting suggested an optimi epresented by the stripe of warm sunlight along t! 
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MYTHS & LEGENDS catactysms 


Derek Watts: Our idea was that Shaper ruins couldn't possibly be moved by the humans and animals of Anthem's world, 


but a cataclysm could heave them right out of the ground and dislodge massive pieces. That gave these cataclysms a real 
sense of power and awe. 


MYTHS AND LEGENDS 
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MYTHS & LEGENDS THE sHaPers 


Derek Watts: We needed unique shapes to represent an unknowable race. We needed cool silhouettes on the horizon for 
players to marvel at. We had concepts for massive drills digging into the ground. Any Shaper visual had to look alien and 
different from anything humans could've possibly built on this world. These people, our characters, have always lived with 
these Shaper ruins in their lives, but they've never understood them. 
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We developed ancient, alien boring machines that would dig these long tunnels, like snakes that flowed through the planet. For inspiration, we looked at 
modern boring machines that were used to create subway tunnels. We also studied the marks that massive boring machines would leave on the walls of salt mines. Very 
few of these Shaper machines are fully powered anymore. They're silent giants that have been turned off for millennia. 


For Shaper materials, we researched the heat shields from NASA's Apollo and Gemini capsules. Those materials were strong enough to survive the 
heat and pressure of atmospheric re-entry, which was what we were looking for. 
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Derek Watts: This image was meant to show how 
Shaper ruins carved and cut through the world. 
They were supposed to blend in with nature. Over 


centuries, they've been subjected to erosion, water 
flows, and overgrown plant life. 


4 Derek Watts: We put a lot of work into represent a m's wor xtaposit en nature and everything the Shaper 
created. We wanted everyth we were playing c rts of the ide of me 
the Shapers did. As you per into like these, creatures became 


4 Alex Figini: We played with the idea of Shaper ruins op ip in vario e the environment to change as you moved through it. This vast underground 


machine sent itself with these shard-like st ol oss the land: Not only visually compelling, these elements were ways of 


exploration opportunities. 
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4 Derek Watts: We were looking at 
a lot of engine blocks when building 
these massive machi 

lot of complicated detai 

pistons, and other parts. 


CHAPTER S 9 MYTHS AND LEGENDS // 201 


«Derek Watts: This was one of 
the ancient boring machines we 
created. This would break down 
soil and rock, then funnel it a 
as it continued to tunnel. Over 
centuries, time has rotted away 
everything but the metal. We 
thought that the metal would 
never rust, but might corrode 
like it came into contact with 
battery acid. These ruins will last 
forever. The only way to destroy 
them would be to destroy the 
whole planet 
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‘Derek Watts: Designing the Shaper ruins p The ruins 
are meant to imply functionality, but obscure their purpose through monolithic 
scale, We don't know much about their creators, intentions, or what they even 


looked like, so it was important to exclude any features that could imply that 
level of detail. The theme behind many Shaper rui hat the player should 
feel like an ant inside a car engine. 
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on in a massive engine once they step 
vast Shaper spaces. We didn't want to have staircases, catwalks, 


or doors that would give a sense of scale. In some images, we created various 


alien 


ids, similar to oil, that had leaked out and solidified into bizarre shapes. 


Derek Watts: These images were our attempt to judge how massive Shaper pieces would look in otherwise natural caves. 
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4 Derek Watts: We created these 
Fort Tarsis murals to build lore 
and history into the game without 
the use of cinematics. They were 
inspired by Egyptian hieroglyphs. 
We used some murals to show 
that while the javelins had been 
around a long time, they hadn't 
changed that much. Other mu- 
rals showed historic events in 
Anthem's world like battles 
against the urgoth. 
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WORSE 
BOOKS 


“BioWare” 


alongside 
commentary detailing the creation of 
BioWare's groundbreaking epic in an 
expertly designed hardcover volume! 


From the studio behind the hit Dragon Age 
and Mass Effect franchises comes the 
thrilling world of Anthem. Dark Horse 
Books and BioWare are proud to present 
The Art of Anthem, showcasing the grandeur 
and beauty of this dangerous new world. 


Enjoy behind-the-scenes access to four 
years of game production, original concept 
art, and exclusive commentary from the 
developers. The Art of Anthem is a fantastic 
addition to any gamer's bookshelf! 


